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I took some time out to talk with Paul Bragiel of Paragon 5. The development 
team are responsible for the rather impressive looking Karnaaj title, revealed 
a couple of months back for the Game Boy Advance. This interview is well 
worth a read, so what are you waiting for? 


John: First could you please give us a bit of background detail on 
Paragon 5 as a Game Boy development team? 


Paul: We started out on the GBC in late 1999 with the debut of our music 
album. This garnered a lot of interest in the development community so we 
decided to shift focus to this platform full time. In the following 1.5 years we 
ended up developing 2 titles (Project S-11 & Trouballs), doing business 
development on another (Toki Tori) and producing soundtracks for 18 GBC 
titles. We moved to the GBA and a year later you see the result of our work in 
Elite Pinball and Karnaaj along with a number of soundtracks that keeps on 
increasing. 


John: When working with the GBA have you faced any major 
limitations, if you have how have these affected the development of 
the game, and how have you worked around them? 


Paul: I think this would be best answered by the Project Lead on Karnaaj, 
Marek Wyszynski. 


Karnaaj engine was a technological challenge for us. It was very interesting to 
integrate 2d pixel graphics with a 3d engine running full framerate. The GBA is 
a great system, but of course there are some major limitations. 


Cart memory size. 

8mb of cart memory is completelly fine for games with simple, repetitive 
graphics. We wanted to make our game look different, to make the player 
think the graphics were very rich and almost non-repetitive. Our in-house 
IDreams editor tool has many memory optimization techniques including 
Smart graphics remapping, tiles and sprite optimizer. Thanks to that we can 
have a huge amount of rich graphics in the game which makes it look very 
nice. 


3d Engine. 

GBA is 16MHz system with a very limited fast memory size. Implementing full 
framerate 3d engine on top of pixeled graphics was quite a challenging job. 
Constantly during the development process we were forced to optimize and 
rethink the complete engine. There was a constant struggle finding a good 
proportion between the number of objects that system can handle and 
number of faces that IDreams 3d engine can render. We started with a very 
simple engine and through time we were able to make it in the most efficient 
3d system on this platform to date. 


Extensive car physics. 
This was another challenge. We wanted to have a complete freedom in 
designing cars and that took quite a lot of time to enable. Each car should 


have its own unique style. Also it should respond correctly to all different 
Surfaces we have in the game including tarmac, snow, oil, grass, water etc... 
Currently each car is defined by almost 30 unique parameters! That allows us 
to simulate any possible vehicle from Porsche to tank, boat, hovercraft or 
even a space ship. That adds a lot to the gameplay, and I hope we succeeded 
here! 


John: I seem to remember a similarly named project for the Game Boy 
Color from Paragon 5 a few years back, would I be right in thinking 
that this project is what has become Karnaaj for the Game Boy 
Advance? If so, what prompted you to decide to switch the game from 
GBC to GBA development? 


Paul: Wow. You have an amazing memory or have done some impressive 
research coming into this interview. Karnaaj initially started out on the GBC 
but we noticed that the market was flooded with overhead racers since that 
seemed to be the style of choice on the GBC. On the GBA everybody wanted 
to do a mode-7 racer and suddenly overlooked the possibility to make a truly 
amazing overhead racer. This is where we stepped in. 


John: Your latest game, Karnaaj, is looking pretty impressive from the 
screenshots and video you have recently released. Apart from the 
features already revealed, what do you think is the most appealing 
aspect of the game? 


Paul: Outside of the engine alone, I think the game will be quite strong from a 
competitive standpoint. We find ourselves being excited about multiplayer 
quite often. Tie that in with our Internet connectivity that allows you to upload 
your high scores to the games website using an encrypted key, we can only 
hope that the replay value will keep gamers at it for a long time! 


John: People have pointed out similarities in the game design 
between Karnaaj and classic titles such as Death Rally, Ignition and 
Codemasters Micro Machines series. Would it be true to say that these 
games have influenced the way you have made Karnaaj? 


Paul: Definitely. Especially considering that I know people that have worked 
on Death Rally and Ignition personally for quite a few years now. I can only 
hope we brought something new to the table with our take on the genre. 


John: Why did you choose to create a more traditional top-down racer 
as Opposed to the current trend that is to produce mode-7 technique 
racer? 


Paul: You answered your own question when you said ‘trend’. It simply is near 
impossible to sell an original title if there are already a few other titles out 
there using the same engine. Especially if they have strong licenses attached 
to them. 


John: From the list of features you have revealed that will be included 
in the game, you have mentioned 4-player multiplayer aspects. What 
sort of multiplayer modes can we expect to see in Karnaaj when it Is 
commercially released? 


Paul: Currently we have a very configurable 2-4 multiplayer mode. Here you 
can select from a slew of different tracks, handicap yourself or your opponent 
and change the amount of money and powerups you have to play with. Makes 
for a truly level playing ground just in case you're the master and you're 
playing with your younger brother. 


John: Keeping on the multiplayer subject; will the game support 
single Gamepak multiplayer? Or will every player have to own a copy 
of the game? 


Paul: In order to preserve the quality of the levels we made a team decision to 
require that each player owns a copy of the title. We asked ourselves, "How 
fun would it have been to run on a simple oval track with limited vectors and 
music?" The bad outweighed the good. 


John: In just a few short days (from the release of the first 
screenshots of the game) you have launched many discussions about 
Karnaaj on various GBA message boards, many people are already 
looking forward to buying it. Assuming you score a publishing deal 
with someone when could we expect the game to be released. 


Paul: We hope to see it out by mid summer. Perhaps earlier if everything fell 
into place. 


John: Karnaaj outputs some great looking graphics pretty early in the 
GBA's life. Do you see a lot more potential on the hardware side of 
GBA development or do you forsee developers hitting a maximum 
sooner rather than later? 


Paul: I've witnessed some of the amazing things people are STILL doing on 
the C64 and Amiga. The same should apply to the GBA as long as its life isn't 
cut short or threatened by some other handheld. We should continue seeing 
cool tricks in games for the next few years. 


John: Before we end this interview, can we expect to see more GBA- 
related projects from Paragon 5 in the future? 


Paul: Definately. We're already working on our next title as work on Elite 
Pinball and Karnaaj winds down. We hope to fund another original title as well 
as working on some interesting contract work. That all comes down to finding 
a good publishing partner. 


Thanks to Paul Bragiel and the rest of the Paragon 5 team for taking time 
from their busy schedule to answer our questions. 


- John 


